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BANNERCA 




Max, Guardian of the Galactic Tollway, challenges you and your 
partner to play Bannercatch — a five-level game of team strategy 
and skill. In the game, you and your partner each control two 
humanoid robots. Max controls four robots. To win a game, your 
humanoids must travel to Max's zone, capture his flag, and bring it 
safely back to your zone. But be careful! As your humanoids are try- 
ing to capture Max's flag, Max's robots will be coming after yours. 
And unless you and your partner can outthink and outrace the 
robot raiders, Max will win the game. 

According to legend, no one has ever seen Max's mysterious 
face— not even his robots. By mastering Bannercatch, you and your 
partner can be among the first to see Max face to face. Each time 
you win a game, a bit more of Max's face will be revealed. When 
you lose, part of his face will disappear. 

As you play. Max will keep track of your score. Win three games 
more than the robots, and Max will move you to the next higher 
level of Bannercatch. At each new level, you'll compete against 
faster, smarter robots— robots that will amaze you with their speed 
and team skills. 

With practice, you'll reach Level 5— the level open only to 



2 



Bannercatch players of the highest skill. But reaching Level 5 
and unmasking Max won't be easy. To defeat Max and his robots, 
you and your partner will have to work together as a team. Plan 
your strategy carefully, and be sure to make the best possible use 
of your humanoids. 

Here are some other suggestions for playing and winning 
Bannercatch: 

• Use your joysticks to get all four of the humanoids working for 
you. Put one or two humanoids in charge of guarding your flag. 
Use the others to go after Max's flag. 

• Get to know the layout of the playing field, especially the location 
of the safe areas. Humanoids and robots can't be tagged in the safe 
areas— unless they're carrying a captured flag. 

• When Max's robots cross into your zone, use your humanoids to 
tag them and send them to jail. 

• The white sensor dots on the playing field are Max's communica- 
tions network. By stopping a humanoid on a dot and pressing the 
SPACE BAR , you can intercept Max's messages to his robots. How- 
ever, the messages are written in code, and the decoding informa- 
tion is for robots only. Cracking the code will give you an important 
advantage. 

• Use the SPACE BAR to freeze the game. With the game frozen, 
you and your partner will have time to plan your next move. 

• Don't give up if one of Max's robots captures your flag. To win the 
game, the robot must bring the flag back to Max's zone. If you can 
catch and tag the robot before it reaches Max's zone, you'll recap- 
ture the flag. 

In the rest of this handbook, you'll find more information to help 
you play Bannercatch. You'll find a map of the playing field and 
secret tips on breaking Max's communication code. You'll also dis- 
cover descriptions of the different robots at Max's command, direc- 
tions on moving and maneuvering your humanoids, and details on 
the Bannercatch scoring system. 
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GETTING STARTED 





152s 




^C*A*T*C*H 


| Use SELECT to choose level: DEMONSTRATION J 
Use START to begin. J 



Instructions for loading Bannercatch into your computer are 
listed on the Reference Card. Each time you load Bannercatch, the 
computer will pause at the opening screen. At the bottom of the 
screen, you'll see instructions for selecting a level and starting a 
game. 

You can select the demonstration mode, or game Levels 1 
through 4. However, you won't be able to select Level 5. To get to 
this, the ultimate level, you must first defeat the Cha robots on 
Level 4. 




GAME LEVELS 

Bannercatch has a demonstration mode and five play levels. At 
each of the five play levels. Max uses a different team of robots. 



LEVEL 1 : TOR 

The Tor robots are slow, but steady. With practice, you will soon 
gain enough skill to defeat them. At this level, your humanoids will 
trip if they move too fast. 
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LEVEL 2: GHURKA 




The Ghurka robots move faster than the Tor. They are more skilled 
in the art of teamwork, and they have greater vision. 



LEVEL 3: RAGNORAK 




The Ragnorak possess all the skills of Ghurka robots, plus the ability 
to think and plan ahead. They seem to anticipate your every step. 




The Cha robots are very skilled and highly disciplined. They hop 
over trees and swim through the river. At this level, your humanoids 
will no longer trip. 



LEVEL 5: ZWELI 




The Zweli present the ultimate challenge, open only to those who 
have won three games on Level 4. Like Cha robots, the Zweli hop 
over trees and swim the river. However, the Zweli also possess the 
mysterious power to turn invisible. 
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Bannercatch is played on a large field. The main playing area is 
enclosed within a wall. Openings in the wall allow your humanoids 
and Max's robots to move in and out. (See map, page 7). 

A river and dotted line divide the field into four zones: your 
home zone. Max's home zone, and two safe zones. 

Each home zone also includes a flag zone —the place where a flag 
is located at the beginning of each game. The two flag zones— yours 
and Max's— are marked off by dotted lines. Each time you begin a 
new game, the location of the flags and their flag zones will change. 

As the map shows, the playing field is further divided into sec- 
tors. There are a total of 64 sectors in the field, numbered from sec- 
tor 00 to sector 63. On the computer screen, you can only see two 
sectors at a time— the sector you are in and the sector your partner 
is in. The sector numbers appear near the bottom of the screen. By 
looking at the sector numbers and the map, you'll be able to keep 
track of your location on the field. 
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BANNERCATCH 




□ HUMANS' HOME ZONE 

□ MAX'S ZONE 



] SAFE ZONE Note: the flags and 

jails change location 
f^Tl "XX" ZONE with each new game. 

(unmapped territory) 





YOU AND YOUR HUMANOIDS 




Joystick #1 controls 
this side of the screen 



Joystick #2 controls 
this side of the screen 



Using separate joysticks, each player controls two humanoids. 
The computer screen is split down the middle. Joystick number 1 
controls the humanoids on the left half of the screen. Joystick num- 
ber 2 controls the humanoids on the right side of the screen. 



These boxes show you which 
humanoid you are controlling 



SWITCHING HUMANOIDS 




The game begins with a view of your flag zone. Inside the zone, 
you'll see two humanoids. You control one of these humanoids. Your 
partner controls the other. The other two humanoids start off in sector 
00, just outside the main playing area. To see them, press your joy- 
stick buttons. The screen will change, and you'll see the other two 
humanoids. 

To get back to the humanoids you started with, press the joystick 
button again. As you press the button, keep an eye on the small 
boxes near the top of the screen. The figures inside the boxes will 
change. This tells you which humanoid you are controlling. EACH 
PLAYER CAN CONTROL ONLY ONE HUMANOID AT A TIME. When- 
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ever you want to switch to controlling your other humanoid, you'll 
need to push the joystick button. 




MOVING THE HUMANOIDS 

To move a humanoid, push the joystick handle in the direction you 
want the humanoid to travel and hold it there. You'll hear a beep, 
indicating that the humanoid has received your command. After four 
beeps, the humanoid is moving as fast as it can. 



STOPPING A MOVING HUMANOID 

To stop a moving humanoid, return the joystick to the middle 
position. 



RAISING A FALLEN HUMANOID 

If a humanoid moves too fast or bumps into something, it will fall 
over. When this happens, it will quickly jump back up on its feet again. 
GETTING LOST IN UNMAPPED TERRITORY 

If you're not careful, a humanoid can wander off into the 
unmapped fringes of the playing area. When this happens, you'll 
have to help the humanoid find its way back. Also, when Max's 
robots capture your flag, they sometimes try to trick you by carrying 
the flag off into unmapped territory. If this happens, be patient. To 
win the game, the robots must eventually bring the flag back onto 
the playing field. 
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GOING TO JAIL 

Any time Max's robots enter your zone, your humanoids can tag 
them and send them to jail. Of course, any time your humanoids 
cross into Max's zone, Max's robots can do the same to them. 

There is no tagging allowed by either team in the following 
areas: the two safe zones, the area outside the wall, and the two 
flag zones. However, a humanoid or robot who is carrying a cap- 
tured flag can be tagged almost anywhere. For them, only the flag 
zones are safe. 

To free a captured humanoid, you must send another humanoid 
to the jail as a rescuer. When the humanoid rescuer reaches the jail, 
the door will open automatically and the prisoner will be released. 
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FREEZING THE GAME 




At any time, you can freeze the game by pressing the SPACE BAR . 
When you hit the SPACE BAR , the game will stop, and the word 
FREEZE will appear at the bottom of the screen. Hit the SPACE BAR 
a second time, and the game will continue from the point where 
you left off. 

Why would you want to freeze the game? Maybe the action is 
getting a little too fast, and you want a chance to catch your breath. 
Maybe you and your partner want to take time out to talk over 
strategy. Or maybe you just want to grab a sandwich. Whatever your 
reasons, you are free to use the freeze feature at any time. 

A final word on freezing. The game will freeze automatically 
whenever either team captures a flag. By freezing at this point, the 
game gives you time to plan your next move. For example, if you've 
captured Max's flag, how do you plan on carrying the flag safely 
back to your zone? If Max's robots have captured your flag, how 
will you manage to get it back? 

RECAPTURING A FLAG 

The game doesn't end when Max's robots capture your flag. 
Remember, for Max to win the game, the robots have to bring your 
flag safely back to their zone. To stop them, you must catch and tag 
the robot who is carrying the flag. 

When you tag a robot who is carrying your flag, the flag reap- 
pears inside a new flag zone and the robot is sent to jail. The new 
flag will show up in the same sector where you tagged the robot. 

For example, if you tagged the robot in sector 18, the flag will be 
located in sector 18. The same thing happens when Max's robots 
tag a humanoid who has captured his flag. 



OUTSMARTING MAX 




Here's an interesting fact that can help you win Bannercatch: 

Max communicates with his robots through a network of sensors 
scattered across the field. On the computer screen, the sensors look 
like small white dots. If you place a humanoid directly on top of a 
sensor and press the SPACE BAR, you can find out what Max and his 
robots are saying to each other. 

There's one catch, though— Max talks to his robots in a special 
language called binary code. However, once you figure out the 
code, you can intercept Max's messages by pretending to be one 
of his robots. Here's how you do it. First, place one of your human- 
oids on a sensor and press the SPACE BAR . The screen will change, 
revealing the code boxes Max used to communicate with the 
robots. 



The first box is the two-digit Robot Identification Box. By typing 
the proper two digits into this box, you can trick Max into thinking 
that he's talking to one of his robots. 

The second box is the Robot Question Box. By typing a three-digit 



Robot ID box 

Robot question box 
Answer box 







binary code into this box, you can ask Max a question. For example, 
you can find out where the flags and jails are located, and what 
Max's robots are up to. 

The last box is the Answer Box. If Max has fallen for your trick, he 
will answer your question here— in binary code, of course. 

Use the information Max provides to your advantage. You'll need 
it to win against his faster, smarter robots, and to get a good look 
at his face. 

WINNING GAMES 

In each game, your goal is to capture Max's flag and bring it 
safely back to your zone. To win a game, your humanoids must 
return with Max's flag before his robots capture and return with 
yours. 

When you win three games more than Max, you will automati- 
cally advance to the next game level (see page 4). Be warned, 
however, that every time Max wins a game, one of your wins is 
taken away. For example, let's say you win two games on Level 4. 
Then Max wins a game. At that point, you would be left with only 
one win. To advance to Level 5, you would have to win two more 
games in a row. 

As you win games and advance through the levels, you will see 
more and more of Max's face. But if you lose, part of Max's face will 
disappear. 

SCORING POINTS 

As you play Bannercatch, the computer keeps track of two scores: 
your score and Max's. Here's how you and Max score points: 

POINTS 



Tagging a robot or humanoid 
who is NOT carrying a flag 50 

Tagging a robot or humanoid who 
is carrying a captured flag 1 00 

Capturing a flag 150 

Winning a game 1000 



Your total score is very important, because it determines how 
much of Max's face you'll see at the end of each game. The farther 
ahead of Max you are, the more of his face you'll see. 
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BINARY CODE A special language made up of only two digits: 1 
and 0. Max uses this code to talk with his robots. 

FALLING OVER If they move too fast or bump into something, your 
humanoids will fall over. When this happens, the humanoid will 
quickly jump back up on its feet again. 

FLAG The object to capture. You and your partner have one. Max 
has one. 

FLAG ZONE A safe area around each flag. On the computer screen, 
the flag zones appear as rectangles marked off by dotted lines. A 
humanoid or robot within these rectangles cannot be tagged by an 
opponent. 



FREEZING Stopping the game. To freeze the action, press the 
SPACE BAR once. To continue the game, press the SPACE BAR again. 
The game will pick up from the point where you left off. Whenever a 
flag is captured, the game freezes automatically. This gives you time to 
plan your next move. 

HOME ZONE For you and your humanoids, the upper left quarter 
of the playing field. At the start of each game, your flag and your 
humanoids will be somewhere in this zone. To win the game, your 
humanoids must bring Max's flag back to your home zone. 

JAIL The place where tagged robots are sent. Your humanoids are 
sent to a jail located in the upper-right safe zone. Max's robots are 
sent to jail in the lower-left safe zone. To free a captured human- 
oid, send another humanoid to the jail as a rescuer. 



MAX'S FACE The great mystery. The more games you win, the 
more of Max's face you'll see. If you lose a game, part of his face 
will disappear. 

MAX'S ZONE The lower-right quarter of the playing field. In 
each game, Max, his robots, and his flags start off in this zone. Your 
humanoids must enter Max's zone to capture his flag. 

MOVING Getting your humanoids going. To start a humanoid, 
push the joystick in the direction you want the humanoid to travel. 
SAFE ZONES Areas where humanoids and robots can't be tagged 
(as long as they're not carrying a flag). The upper-right and lower- 
left quarters of the playing field are safe zones. So is the area out- 
side the wall. 

SENSORS Max's communication network. The sensors are the 
white dots scattered across the playing field. When you place one 
of your humanoids on a sensor and press the SPACE BAR, the game 
screen will disappear. You'll then see the special code screen. By 
decoding the message in the code boxes, you can find out what 
Max and his robots are saying to each other. If you type in the 
binary codes for a robot number and a question. Max will be 
tricked into thinking you're a robot, and he'll give you an answer. 
STOPPING Bringing the joystick to the middle position will stop a 
moving humanoid. 

SWITCHING HUMANOIDS Changing which humanoid you control. 
To switch humanoids, push the joystick button. 

TAGGING Catching or being caught by a robot. When Max's 
robots enter your home zone, your humanoids can tag them and 
send them to jail. When your humanoids cross into Max's zone, 
Max's robots can do the same to them. A robot or humanoid who is 
carrying a flag can be tagged almost anywhere— only the flag zones 
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BANNERCATCH 

REFERENCE CARD 



Equipment You Need 



1. TV or monitor 

2 . Atari 800® Computer 
with 48K memory 

3 . Atari® disk drive 

4 . Two joysticks 

Atari and Atari 800 are the registered trademarks of Atari Inc., a Warner Communications company. 

Disk Loading Instructions 



1 . Make sure that the Atari BASIC cartridge is NOT in your computer. 

(To check, carefully unlatch and lift the top of the computer, and look inside. 
If the Atari BASIC cartridge is plugged into one of the cartridge slots, unplug 
and remove it.) 

2 . Connect your joysticks to controller jacks number 1 and 2 on the front of 
the computer. 

3 . Turn the computer "off." 

4 . Turn the power switch on the disk drive "on." 

5 . There are two red lights on the disk drive. When the top "busy" light goes 
off, carefully slide the disk into the drive and close the door. 

6. Turn on your computer, and turn on your TV or monitor. The disk drive 
will make some clicking and whirring sounds. In a few seconds, the program 
titles will run, and BANNERCATCH will appear on the screen. 

7 . For instructions on playing BANNERCATCH, see the BANNERCATCH hand- 
book and the other side of this REFERENCE CARD. 

Important Keys: 



SELECT— Press the SELECT key to choose a game level or the demonstration 
mode. 

START— After you've chosen a level, press START to begin. 

SYSTEM RESET— Pressing SYSTEM RESET will bring you back to the begin- 
ning of BANNERCATCH, so you can select a new level or start a new game. 
WARNING: Pressing SYSTEM RESET will end the game you are playing, and 
erase any points or wins you have. 



What You See: 



MAX — game master and leader of the robots. 

£ 

£ * HUMANOIDS— your robots (two for you, two for your partner). 
X ROBOTS— Max's four players. 

FLAG— the object to capture (you have one, Max has one). 

i - - - i 

! I FLAG ZONE— the safe area around a flag. 

i . . . • 

■4-^. TREES— obstacles on the playing field. 

RIVER— divider between zones on the playing field. 

■ 

| DOTTED UNE— the other zone divider. 

SENSORS— Max's communication network. 

WALLS— boundaries of the main playing area. 

BS JAIL— where tagged robots and humanoids are sent. 

How to Play: 



MOVE HUMANOID— Push joystick in the direction you want humanoid to 
travel. 

STOP HUMANOID— Move joystick back to the middle position. 

FREEZE GAME— Press SPACE BAR. To continue, press SPACE BAR again. 
CHANGE HUMANOIDS— Press joystick button. 

TAG ROBOT— Make humanoid touch robot. 

FREE JAILED HUMANOID— Send another humanoid to the jail. 

USTEN TO MAX— Put humanoid on sensor and press SPACE BAR . 

TALK TO MAX— Put humanoid on sensor, press SPACE BAR , and type in 
binary code. 

CAPTURE THE FLAG— Make humanoid touch Max's flag. 

Scoring Points: 



Tagging robot without flag— 50 points 
Tagging robot with flag— 100 points 
Capturing flag— 150 points 
Winning game— 1000 points 
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□ HUMANS' HOME ZONE 

□ MAX'S ZONE 



□ SAFE ZONE 

□ "XX” ZONE 
(unmapped territory) 




ROBOT ROBOT 

NUMBER QUESTION 



MAX'S 

ANSWER 
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MEANS: 


MEANS: 


MEANS: 




Robot 2 


"Where is our flag? 


" "Our flag is in sector 37." 


1 


0 


0 


1 


0 


i 


32 


16 


00 


4 


2 


1 | 



32 + 0 + 0 + 4 + 0+1 = 




QUESTION 0: "Where am I?" 

QUESTION 1: "Where should I go?" 

QUESTION 2: "Where is the humanoid flag?" 

QUESTION 3: "Where is our flag?" 

QUESTION 4: "Where is the jail to which humanoids are sent?" 
QUESTION 5: "Where is the jail to which robots are sent?" 
QUESTION 6: "What is my goal?" 



ANSWERS TO QUESTION 6: 

0- Patrol and defend flag 

1 - Attack humanoid flag 

2- Chase humanoid with flag 

3- Release robot from jail 

4- Block for robot with flag 

5- Stay in jail 

6- Return home with humanoid flag 



TO WRITE ON THIS CARD: The map on 

this card has been left blank, to allow you to 
fill-in the positions of the flags and jails as you 
play. For best results, use a grease pencil or 
china marker. Some types of felt-tip pens will 
also work. But press lightly, and be sure to try 
them out in a corner of the card first. To erase 
your marks, wipe the card with a damp cloth. 

TOM SNYDER PRODUCTIONS, INC. 1983 

ISBN: 0-590-96856-4 



